It’s 1993. You’re playing Pogs at school, 
collecting Power Ranger stickers for your 
album and counting down the weeks 
until the release of something that 
promises to blow your mind apart. 


Everyone has become almost 
desensitised to hype these days, but in 
1993 you’re not even a teenager yet anda 
crazy fat bloke has just taken over your TV 
with a one-minute advert for a flash new 
console add-on unlike anything you have 
ever seen before. 


So lengthy was the build-up to the 
release of the Mega-CD we could have 
probably started covering it in our first 
issue. The rumblings of a CD-ROM 
expansion to the Mega Drive had been 
echoing throughout the industry since 
the turn of the decade and the world got 
its first look at it in 1991 at the Tokyo Toy 
Show. Japan got it at the end of 1991, 
North America got it in 1992 but we here 
in the UK and Europe would only be able 
to get our grubby little paws on it an 
eternity later, in April 1993. 


With a price tag of £269.99 upon release it 
would have been a case of begging mum 
and dad or trying to pool your Christmas 
and birthday money together to scrape 
up enough cash to secure one. And the 
steep price tag was one of the 
contributing factors later cited by CEO of 
Sega of America, Tom Kalinske as to the 
machine’s decline over a relatively short 
space of time. 


So much promise and so much 
possibility. But there were issues from the 
get-go. During its development and in 


the run up to launch in America, some 
consoles were even bursting into flames 
according to former senior producer, 
Scot Bayless. 


On its launch in the UK, the Mega-CD 
sold 60,000 units by August 1993. It had 
70,000 units available. Globally it sold 
2.24million units. The original Mega Drive 
sold 30.75million. Following these less 
than impressive sales numbers, 
advertising for the Mega-CD was 
discontinued in 1995 and the console was 
scrapped altogether in 1996 so the 
company could focus instead on 
developing the Sega Saturn. 


Far from a successful showing, it has to 
be said. Although there were several 
positives: many of the games were very 
well received and titles such as Sonic CD, 
Night Trap and Snatcher are still 
remembered fondly. There were more 
than 200 games available in its library 
and the machine certainly left a legacy. If 
you read interviews with the developers, 
there was a lot to be learned from the 
mistakes and problems encountered 
during its development. If things had 
been done differently, who knows what 
would have happened? At least they were 
ambitious. 


So what did we think when we plugged 
one in and had a go at a few games at 
Sega Mania towers? Would we 
experience it differently in the cold, harsh 
light of 2022, or would nostalgia 
encourage us to look past its faults? Read 
on to find out. 


If there were prizes handed out for blatant innuendo in 
the naming of video games, Slack Hole Assault would 
surely be a winner. In 1993, 13 year old me was far too 
naive to have thought twice about it, but looking back 
now, at the ripe old age of 42, it’s so obvious that 
Micronet knew exactly what they were doing when they 
chose the title to their CD-based sequel to their 1991 
Mega Drive title; Heavy Nova. 


However, the only actual anus connection Black Hole 
Assault has (*spoiler alert* for the 400 words in this 
review still to come) is that it is a massive steaming, 
stinking, pile of cack. The best thing, by far, about Black 
Hole Assault is its name. Actually Heavy Nova was truly 
dreadful too, so I’m not sure why they thought anyone, 
at all, wanted this sequel. 


Anyway, we continue. 


Black Hole Assault’s introduction is actually really 
promising; it’s nicely animated with a crystal clear 
voiceover that explains what's happening. 


The year is 2160 and as the population of earth has 
increased exponentially. Skyscrapers and underground 
cities have had to be built, so all these extra people 
have a home. This has led to all of the planet’s natural 
resources being exhausted, so exploratory missions 
have been sent to other planets across the galaxy, in the 
hope of finding more raw materials. 


We join the crew of Mission 0627 who have reached the 
outer edge of Saturn after a long, arduous journey. 
Suddenly radar reports numerous unidentified objects 


heading straight for them. They’re attacked, and blown 
to bits, by unknown ‘baddies’. 


Turns out that this is the fifth such attack in the last 
month, so fighter pilots of Cybernetic 
Anthropomorphized Machines (C.A.Ms) are sent to 
Venus, the location of the first attack, to seek out and 
destroy the (still unknown) threat. 


This is seven and a half minutes into a game that can be 
completed in under 30 minutes, and it’s only now you're 
actually about to play the game. 


Sadly, you’ll soon wish you were watching more of the 
absolute nonsense, but well animated, story, as you're 
pitted into a one-on-one battle against a green 
hexagonal robot, with no arms, but a mighty tail. You 
too are in control of a robot and you can attack by 
punching, kicking, and throwing. Unlike the traditional 
best of three rounds you’d expect in this genre, you only 
fight one round. Defeating the green robot progresses 
the story, and you eventually end up with some more 
mind-numbingly boring robot-on-robot action. 


Black Hole Assault makes great use of the Mega-CD 
technology during the cut scenes, but during the actual 
gameplay it doesn’t at all, which is a shame, but let’s be 
honest, you can’t polish a turd. 


In the same year that Mortal Kombat and Street Fighter 
Il were released on the Mega Drive, there’s absolutely no 
reason for anyone to have bought Black Hole Assault. 
Avoid this at all costs, very much like an actual black 
hole. 


Following the release of the Mega-CD, Sega decided to 
attempt something that no other developer had managed 
to do up to this point; release a good console port of the 
popular 1989 arcade game Fina! Fight. The Super Nintendo 
had a port of Final Fight, released in Europe in 1992, but it 
was, well, a mess. An entire area had been removed, one of 
the three playable characters was missing, and arguably the 
biggest crime of all was the lack of a two-player co- 
operative mode. 


It’s no secret that I’m a huge Final Fight fan, and it remains 
today as my favourite arcade game ever. | remember a 
family holiday at the seaside town of Scarborough in around 
1990, where | spent pretty much the entire week scrounging 
loose change from my parents so | could pump more 10 
pence pieces into the Final Fight machine at the rundown 
beachside arcade next to the caravan park. So, when my 
parents surprised my brother and | with a completely 
unexpected Mega-CD for the Christmas of 1993, | couldn't 
wait to get my hands on Final Fight at home, but would it be 
as good as the arcade? 


For those who aren't fortunate enough to be familiar with 
Final Fight, the 2D side-scrolling beat-em-up is set in the 
well known crime capital of Metro City. Newly elected mayor 
Mike Haggar is determined to clean up the city, however the 
Mad Gear gang who rule these streets, and had Haggar’s 
predecessor on their payroll, aren’t going to stand for that. 
They kidnap Haggar’s daughter Jessica, to blackmail the 
new mayor into allowing them to continue their criminal 
activities. Fortunately for Jessica, and unfortunately for Mad 
Gear, the new mayor is also a former street fighter. He’s 6’8”, 
297lbs, with a powerful body, a powerful moustache, and 
there’s no chance he’s going to get bought off by these 


punks. Alongside Jessica’s boyfriend; Cody Travers, and his 
ninja friend Guy (the character dropped from the SNES 
version), the three of you are the only ones brave enough to 
tackle the six areas of the crime-infested cesspit that is 
Metro City. These six areas must be cleaned up in order to 
bring down Mad Gear for good, and rescue Jessica. 


In a similar vein to Streets of Rage, you can punch and kick 
your way through all manner of enemies, wielding knives 
and Molotov cocktails, and wrestlers who charge at you 
head first. You are constantly outnumbered, so handily you 
can pick up weapons including drainpipes, swords, and 
knifes, that enemies will drop, or can be found by destroying 
stacks of tyres, oil drums, and barrels. These can also drop 
food such as burgers, whole chickens, or a chunk of meat, to 
replenish your energy. 


To answer my initial question as to whether this port of Final 
Fight matches up to the arcade, it’s pretty damn close, in 
fact the Mega-CD version surpasses the arcade in some 
aspects. The introduction is animated with spoken lines, 
which the arcade didn’t have, and there is a new Time Attack 
mode. 


The unsung hero of Final Fight CD is the soundtrack, which is 
absolutely fantastic. Sega made the most of the CD quality 
audio and completely re-arranged the music, and it’s a real 
joy, one of my favourite 16-bit soundtracks for sure. The 
gameplay is every bit as good as the arcade, and even now, 
it’s great fun to play, especially in two-player co-op mode 
with a friend. The graphics are solid, with huge character 
sprites, even if it isn't quite as colourful as the arcade or SNES 
versions. 


Coming bundled with the Mega-CD, the Sega Classic 
Arcade Collection will have been the first Mega-CD 
game many gamers would have owned, and what a 
collection it is! 


| recall getting this for Christmas 1993, and being very, 
very excited about the prospect of this collection; five 
phenomenal Mega Drive titles all on one shiny disc. 
Being on Sega’s brand new system, surely these will 
have much better graphics than I’m used to seeing on 
the Mega Drive, and these games have some of the 
best soundtracks on the Mega Drive, so | could barely 
imagine just how good they would sound with the 
improved music offered by CD technology. Changes 
that today would see the game re-released at full price 
with “remastered” added to the title. 


Upon popping the CD into the Mega-CD, a game select 
screen shows the five classics on offer: Golden Axe, 
Streets of Rage, Super Monaco GP, Columns, and 
Revenge of Shinobi. 


Such great titles, | couldn’t wait to see the upgrades 
some of my favourite Mega Drive titles had received. 
Alas, my hopes quickly faded, as it became clear that 
these were almost exactly the same games | already 
owned for the Mega Drive. There were some minimal 


changes, and whilst there were some slight 
improvements, there were also some really bizarre 
decisions made. Let’s look at each title in turn: 


Golden Axe - This true arcade classic has some minor 
sound effect improvements here when compared to 
the Mega Drive version, but the big change, is the 
inexplicable removal of the two-player co-operative 
option. 


Streets of Rage - The soundtrack in the Mega Drive 
release of Streets of Rage is incredible to begin with and 
there’s no change to it here, the only change at all are 
the sound effects have been cleaned up. However, 
despite sounding much clearer, some of the noises 
made by Axel, Blaze, and Adam while attacking are very 
strange, especially Blaze. This doesn’t detract too much 
from the game however, which is still top tier side- 
scrolling action, even if the superior Streets of Rage 2 
was released over on the Mega Drive in the same year 
as this release. 


Super Monaco GP - This is identical to the Mega Drive 
racer, the only change being better voice samples. 


Columns - The Mega Drive’s answer to Tetris is exactly 
the same as the Mega Drive release, with the exception 
of the music on the start game screen. 


Revenge of Shinobi - Another undoubted Mega Drive 
classic, despite Shinobi III being released this year, and 
one again there are no major changes. The only 
difference is the voice sample of Joe Musashi prior to 
executing his special move. A real shame as the Yozo 
Koshiro soundtrack is arguably the finest the Mega Drive 
has to offer, and to this day | wonder just how incredible 
it could have sounded if the time had been taken to 
utilise the CD technology. 


Overall, this is a fine collection of some of the best titles 
ever released on the Mega Drive. However, given that 
the Mega-CD is an add-on to the Mega Drive, it’s likely 
that most gamers committed enough to spend £270 on 
the Mega-CD would have already owned the majority 
of these games. 
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| covered So!-feace for the Japanese launch of the Mega-CD in issue 3, so if you want to know more about it, you should go and read, 
or buy and then read, that. It’s now available for the console on these fine shores, so I'll reiterate for posterity that the game is a bog- 
standard shmup that even an elephant would find forgettable. It ticks all the usual boxes: lots of bullets, lots of enemies, lots of 
powerups, lots of dying. 


The really disappointing thing about Sol-Feace is that it’s just not pushing the new hardware to anywhere near its limits. This game 
plays it as safe as houses. Houses with moats and armed security guards. It’s graphically unimpressive, and really doesn’t do anything 
to elevate the shoot-‘em-up genre to new heights. Perhaps that’s because this game is from 1990 and is a simple, lazy port. 


Luckily, it’s not all we're stuck with for the UK launch, so we can all just ignore it and play something else. There are better Mega-CD 
launch titles, and there are better shmups on the Mega Drive. Thunder Force III or |V are far more worth your time, even though they're 
on older hardware. There has to be more to the Mega-CD than three-year-old games with enhanced CD soundtracks, surely. 


After Burner i! on Mega-CD should be amazing, 
but this is not really an After Burner game. Sega 
AM2’s ingenious fingerprints are nowhere to be 
found here, as this is actually a port of CRI 
Middleware’s Strike Fighter. As a result, it’s absolute 
toilet. Gone are the gorgeous scaling graphics, the 
feeling of blistering speed, and even the third- 
person viewpoint; instead we are presented with a 
game that’s as visually appealing as a used tea bag, 
and as exciting as shopping for more tea bags. 


Every single stage in the game consists of a block of 
colour for the sky, a thick coloured line for the 
horizon and a block of different colour interspersed 
with grey or white blobs for the land. That's all the 
creativity we're looking at here. Only distinguishable 
by being a different colour, each level consists of 
staring out of your grey cockpit window, waiting for 
the targeting reticule to go red (meaning you’re 
locked on to an enemy) and hammering B to fire 
your infinite number of missiles at the same planes 
over and over again. Oh, sometimes you'll be 
shooting at buildings and, | think, tanks on the 
ground. They're so ugly and fly by so quickly it’s hard 
to tell what they are. 


Enemy missiles pop up in front of you with barely a 
second’s notice, and the limited movement of your 
F-14 Tomcat fighter jet means you will never avoid 
being hit through skillful manoeuvre. Likewise, if you 
get an enemy on your tail, the view will switch to the 
third-person perspective the whole game should 
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be in, and | found that holding down the after 
burner button and spinning the plane round would 
eventually make them sod off. Skill, then, is an 
afterthought, as the best way to beat each stage 
boils down to flying sideways and repeatedly 
smashing the missile button. | never once used the 
primary gun, because why would | need to when 
missiles lock on for a one-hit kill and | have an 
infinite amount of them? 


There is absolutely nothing to recommend about 
After Burner Ill other than its CD format affording it 
a killer soundtrack. It’s just a pity that you have to 
endure this mind-numbing mess of a game to hear 
it. The guitars shred, the bass slaps and the funk... 
funks. If you can picture what it’s like to be in your 
mid-30s and forced to stand in a mosh pit full of 
sweaty teenagers just to hear your favourite band 
play, that’s the equivalent of rotting your brain cells 
mindlessly ambling through this game just to hear 
some gloriously cheesy rock music. It’s not worth it, 
ane you'll seriously question your life choices if you 
jo it. 


If you went from After Burner Il on the Mega Drive to 
this you’d think time had suddenly gone in reverse, 
as this is about as regressive as it gets - again, 
because this is not a proper sequel to that game. 
No, this an embarrassing stain on the good name of 
the series, and you should vehemently avoid it. 


To even call Road Avenger for the Mega-CD a game 
is a bit of a stretch. It's more of an interactive 
experience in which the player inputs directions or 
commands in response to on-screen prompts 
(unless you're playing on hard mode, in which case 
you pretty much have to guess). Press the required 
button in time and the action continues apace. Get 
it wrong and crash and burn. It's basically a cartoon 
that you play. A cool one, though, like M.A.S.K, or 
something. It's definitely eye-catching, and at first 
glance would seem like a must have Mega-CD title, 
but is there enough to it to make it worth your while? 
Well, it really depends on what you're after. 


Road Avenger is the home console version of the 
Japanese Laserdisc arcade game Road Blaster 
Re on the Mega-CD over there as Road Blaster 
FX). 


It's got some pedigree behind it. Data East are the 
developers (also responsible for the likes of 
BurgerTime and Cobra Command), and Toei 
Animation are behind the stylish visuals. These guys 
have been producing animated TV over in Japan 
since the 60's, and were recently responsible for a 
series called Dragon Ball Z. They know their stuff, and 
it shows. The game looks fantastic in motion as 
opposing vehicles screech into view and thugs leap 
onto your windscreen. It sounds great too, with 
appropriately radical rock riffs backing up the roaring 
engines and screeching tyres. Audio prompts also 
play when an input is required, for those times when 


your eyes are just too focused on the vehicular action 
to pay attention to things like on-screen arrows. 


The story takes place in a post-apocalyptic near 
future (the late 90's), and players take on the role of a 
vigilante who's on a quest for revenge after a 
motorcycle gang murders his wife on their wedding 
day. If the idea of a post-apocalyptic “road warrior” 
out for revenge sounds slightly familiar, well, that's 
because it is. Let's just say if they'd managed to 
secure a Mad Max license for the game, they 
wouldn't have needed to change all that much. Just 
add Mel Gibson and you're good to go. 


Road Avenger is short but spectacular, it's fun but 
barely interactive. It's a great experience, as fun to 
watch as it is to play, and it will really show off the 
power of your shiny Mega CD, but think carefully 
before you throw too much money at it. It's over in 
the blink of an eye, and replay value is pretty much 
non-existent. If you're looking for a driving game, 
you're definitely barking up the wrong exhaust pipe, 
but if you've watched every episode of Pole Position 
fifteen times and still want more, then this is 
definitely what you're after. 


There was something about werewolves in the Eighties 
and Nineties wasn’t there? They were bloody everywhere 
and it seemed really cool. We here at Sega Mania HQ 
thought so too at the time, until we got older and started 
getting hair on our backs and in our ears. Suddenly the 
prospect of things getting even more hirsute didn’t seem 
appealing anymore. Have you tried reaching the small of 
your back with a razor attached to two pencils fastened 
together by an elastic band? It’s not easy. 


Neither is Wolfchild to be honest. If you thought asking 
for a nose hair trimmer for your birthday was 
embarrassing, try falling to the bottom of the jungle level 
for the umpteenth time and cursing loudly enough that 
your elderly neighbours end up knocking at the door to 
check on your welfare again. Mr and Mrs Windermere 
don't understand what's at stake here though. 


You control Saul, whose father, a biotechnology 
researcher, has been kidnapped by the devious Chimera 
organisation. Using his father’s inventions, Saul genetically 
modifies himself into a wolf/human hybrid and vows to 
bring the pain to his dad’s captors and rescue him. 
Genetic research has always been a grey area ethically 
and there are people in jail for war crimes of lesser severity 
than turning people into animals, but as long as you don’t 
mind whose side you're on, let’s get ready to destroy 
those Chimera bastards. 


There are lots of very appealing parts to Wolfchild’s 
gameplay. It’s a fast-paced side scroller with some cool 
mechanics and enough pick ups and power ups to keep 


you entertained as you progress through the levels. You 
start out as a mere man, with the ability to punch and 
limited uses of flash grenades. But as you move forward 
you can pick up energy and once you have enough you 
will turn into Wolfchild with an almighty howl, as lightning 
strikes the screen. 


It's enough to make the hairs in your ears stand on end. 
But one of the most frustrating things about the game is 
that you're not in combat for too long at any given time. 
So, while you'll want to use your newfound furry form to 
go berserk and rip through the levels Wolverine-style, 
you'll often find yourself navigating tricky jumps or 
working out how to get to the top of a canopy of trees 
instead. You’re given several levels to get through, but 
they are all a little repetitive and the dull and drab colour 
scheme means there isn’t as much life to them as there 
should be. The enemies’ attack patterns are pretty set in 
stone and it’s a case of learning the levels rather than 
reacting to them. The boss fights also tend to be a little 
repetitive and uninspired. In a game where your main aim 
is to transform into a wolf and fire lightning at people, any 
boss that can be taken down by a few punches to the face 
is a bit crap. This isn’t Super Punch-Outl! for heaven's sake. 


Wolfchild is a decent side scroller with some cool abilities 
and challenges, but all in all it falls a little bit flat and aside 
from the cool opening scene, doesn’t really seem to push 
the capabilities of the Mega-CD to its limits. Passable 
platformer, but you will find better out there. Back to 
howling at the full moon for us. 


Any successful franchise is never too far from the public 
eye. Nowadays movies, TV shows and games have 
endless reboots or sequels. This was the case for Cobra 
‘Command on the Mega-CD all the way back in 1993 as 
well. Having first appeared as an arcade game in 1984, 
the game was ported to Sega’s latest creation in 1992, 
arriving in the UK with the release of the console in 1993. 
This might not be the last time you see it grace our 
pages either, with the game later appearing on the 
Sega Saturn and even the PlayStation in 1995. 


You take control of the LX-3 Super Cobra helicopter, the 
only line of defence against a terrorist threat 
jeopardising the free world. It’s up to you to use your 
machine gun and missiles to battle their numerous 
helicopters, fighter planes and ground turrets and save 
civilisation from their evil plans. The game will take you 
to New York City, Italy, the Grand Canyon and the 
Atlantic Ocean before the final battle at the mother of 
all evil locations, Easter Island - complete with the 
heads. 


Cobra Command is an engaging shooter, which is 
reminiscent of games like Space Harrier in some 
respects. You’re in the cockpit of your helicopter for the 
duration of the game. You venture across different 
locations and shoot the ever-loving crap out of 
anything that enters your screen. But you’re free to 
move around a lot more and you'll even have help from 
your commanding officer over the radio, who will offer 


advice on where to go, where your targets are coming 
from and occasionally engaging in combat himself. 


The game is a great test of the Mega-CD's mettle. It’s an 
interactive movie shooter with a slick opening cutscene 
and a world that feels alive as you fly the skies above it. 
There are boats in the sea and cars on the streets and 
having someone talking to you all the time makes you 
feel incredibly immersed. Even if you cock up and die, 
there is a beautiful anime sequence which is pretty nice 
to look at - even if it is the flaming wreckage of your 
once proud aircraft. 


The controls are responsive and everything looks fluid. 
You'll notice a distinct way the interface is presented to 
you as the cursor glides across the screen. It plays like a 
cabinet game and much like later ports such as Time 
Crisis it can feel a little weird playing on your home 
television at first. 


But once you get used to it, Cobra Command is brilliant. 
The levels are action packed and the combat is hectic, 
yet satisfying. It’s easy to see why Sega wanted to bring 
it to the Mega-CD. It’s a slightly more mature game, 
there are no pick-ups or cartoony violence but if an 
immersive airborne shooter is what you're after, it is 
hard to find better. When it was originally released on 
Laserdisc the market was in decline, so it perhaps didn’t 
do as well as it should have in its heyday. Now it is 
available again it is definitely deserving of your time. 


RETURNS 


Batman Returns wields quite a distinctive double- 
edged Batarang. On the one hand, this is easily 
among the most substantial and justified Mega Drive 
to Mega-CD ports we've seen so far, but on the other 
hand the Mega Drive game in question is so horrible 
that it’s still hard to recommend even for the most 
hardened fan of the Dark Knight. Pitiful porting, 
Batman! 


It’s hard to know what would even be preferable here, 
as developer Malibu Interactive have added wholly 
new and exclusive driving sections, which use 
background and sprite scrolling to give off a really 
impressive pseudo-3D treat for the eyes that only the 
Mega-CD is capable of right now. They’ve created 
some pretty nifty new cutscenes with proper voice 
lines in them too. Great gregarious graphics, Batman! 


However, these additions are minimal (although you 
can select to only play the driving from the game’s 
menu) and perhaps development time and resources 
would have been better spent on improving the 
steaming pile of guano that is the platforming, aka 
Mega Drive, segments which make up the bulk of the 
game. Absolutely no improvement has been made 
here whatsoever, with the same purply-green ‘gothic’ 
colour palette stinking up Gotham City almost as 
much as the horrendously clunky controls and unfairly 
broken collision detection. Disappointing 
development, Batman! 


Batman ambles along throwing punches weaker than 
Robin, all while the game drops gargoyles on his 


bonce, blows searing steam up his arse, and has a 
variety of gymnasts flip around kicking him in the 
mush (even hurting him when they don’t actually 
connect). Weapons are at an absolute premium, so 
you're almost certain to take a relentless pounding 
from all angles thanks to ol’ Bruce Wayne’s incredibly 
short reach and lack of mobility. Bewildering 
beatdowns, Batman! 


There are some gadgets to be utilised like Batarangs, 
smoke bombs and the Batclaw, but none of them 
stop the game from feeling unresponsive and 
sluggish. Using the Batclaw to grapple up to ledges or 
swing from the ceiling takes a lot of practise and 
patience to get right, as it’s really easy to accidentally 
have Batman let go half way up. That's if he even gets 
halfway up without something falling on his head that 
you had no way of preparing for. There are boss fights 
too, but these are often unfairly hard, with certain 
attacks from Penguin especially being almost 
impossible to avoid. Outrageous odds, Batman! 


The driving sections in the game are far better to play 
and are genuinely impressive enough to warrant a 
curious glance, alongside the completely rewritten 
and beautiful CD-quality soundtrack, but the problem 
is that everything else is just a rubbish Mega Drive 
game again. A game that is ugly, slow and brutally 
difficult through poor design rather than a fair 
challenge. It’s really not worth shelling out all over 
again just to see four new levels or hear some actual 
guitar and a compressed Danny DeVito voice line. 
Pointless purchase, Batman! 


When | was younger, me, my mum and my brother went 
to a car boot sale where | found an absolute gem. | don’t 
know how to describe it really, other than a self-contained 
console with one game built into a red screen and a 
joystick. It was very basic and | don’t remember what it was 
called, but deeply buried memories of it came flooding 
back when | booted up Sewer Shark - good ones and not 
so good ones. 


For comparison’s sake, let’s call the game in the little white 
box that | found at a ramshackle old table in a south 
Somerset field: Red Shooter. We'll call Sewer Shark... well... 
Sewer Shark. Both are on rails shooters with all the action 
happening in front of you; you need to blast stuff as it 
comes at you while the game takes you through the 
various levels by itself with minimum input from the 
player. 


It sounds like it might get a little boring after a while, what 
with your overall agency limited to moving a target 
reticule and pressing a button. That’s certainly what 
happened to my younger self when after ten minutes of 
initial excitement, | realised that other than trying to beat 
a high score (which stopped at 99) the novelty quickly 
wore off. Red Shooter went under the bed with my other 
toys and was quickly forgotten for many years until just 
now. 


However, with Sewer Shark things are different. Don’t get 
me wrong, the same limitations are there but this is a 
Mega-CD game. There are film-like cutscenes, a voice 
that barks instructions at you as you belt through the 
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levels and graphic that make Red Shooter look like a piece 
of garbage that you'd pick up at a car boot sale. There is a 
storyline to the game and you feel much more immersed. 
It really feels like you're part of a little world and what you 
do matters. 


The objective of Sewer Shark is to make your way from 
home base to Solar City making sure to vaporise any of 
the disgusting creatures that stand in your way. Again, very 
simple but a three-minute opening cutscene makes it 
seem like the most important thing you will ever do. It’s 
like you're part of a movie, with pre-recorded scenes shot 
from first person perspectives, characters giving you a 
dressing down as the new guy and even a mission 
briefing. 


Sewer Shark was one of the best-selling titles for the 
Mega-CD and it is small wonder. These days with stuff like 
Skyrim, Mass Effect, Halo and all sorts of other games 
where the world interacts with you, you realise upon 
playing it that Sewer Shark was massively ahead of its 
time. | felt more engaged with its world than | do with 
many other modern titles. 


The gameplay is fun, if repetitive and it is an easy one to 
pick up and play through. The graphics within the game 
play gave me Red Dwarf vibes; low budget but more than 
passable and the sounds and music are decent enough. 
You play this more for the experience though, it grabs you 
by the neck and doesn’t let go until the end. It is an 
absolute delight to be so sucked into a game so in-your- 
face and this is one you should certainly try out. 


What do you get when you cross Asteroids with 
hallucinogenic drugs? This question didn’t come up in 
the recent Sega Mania podcast, but if you just answered 
‘Silpheed’ you would’ve just been awarded a point. If 
you thought that kooky little triangle was crazy just wait 
until you strap your sweet ass into a SA-77 Silpheed dog 
fighter. 


You have the dubious honour of having been off-planet 
right as Earth’s mother computer was hacked by 
terrorists, lead by a mastermind named Xacalite. This 
means you're the only poor sod who can actually do 
anything about it and restore things to normal. And 
you're going to look damn good doing it. 


One of the best things about playing Silpheed is the 
pre-rendered backgrounds. Some of them are breath- 
taking. It’s quite a thing to want to ignore incoming fire 
for a few seconds just to admire the bright blue cluster 
of stars off to your left. But there is little time for such 
indulgences as enemies come at you thick and fast. 


Constant combat is this game’s bread and butter and 
you'll be kept busy with the constant onslaught of 
enemy fighters trying to blow you to smithereens, 
avoiding missiles double the size of your entire craft or 
trying to take down a colossal mothership. Silpheed 
never really lets up and you'll be in a constant state of 
adrenaline-fuelled destructive satisfaction. 


The Mega-CD really allows Silpheed to show what it can 
do graphically and anyone who played one of its earlier 
incarnations will notice a sharp improvement. It’s a 
popular title, this one, having first been released 
PC-8801 and ported to various other platforms later on. 
It would even have sequels made at the turn of the 
millennium with versions made for the PlayStation 2 
and Xbox 360. The Mega-CD really gives it some 
oomph. Some of the boss fights are mental with screen 
rotations, insane music and enough rainbow lasers to 
make a pride parade jealous. 


There are some really cool cutscenes at the beginning 
of the game and in between the stages too, so the 
world around you feels immersive, even if you are 
limited in how much control you have when actually 
playing. 


This game is pretty engaging and short enough not to 
get too repetitive, but in a minor criticism it doesn’t vary 
too much. You will get power ups and the backgrounds 
will constantly change, but at the end of the day you're 
still on rails to an extent and you don’t feel like you have 
that much agency as the pilot. 


But if you’re looking for a way to kill the afternoon, you 
could do a lot worse. Silpheed was very highly regarded 
at the time and it is clear to see why. A fun, addictive 
shooter whose drawbacks are easily ignored once you 
strap in and start tearing it up through outer space. 


1. intro - Sam “Fresh Meat” Forrester 
2. Blackhole Assault - Rob “the Ron” Kirkup 
3. Final Fight - Rob “ne peut parler que l'anglais” Kirkup 
4. Sega Arcade Classics Collection - Rob “What about that fish?” Kirkup 
5. After Burner Il! - Alex “the Kidd” Aldridge 
6. Road Avenger - Simon “did | mention I love Streets of Rage 2?” Pike 
7. Wolfchild - Sam “I think he’s watching me through my bedroom window” Forrester 
8. Cobra Command - Sam “I can hear him breathing” Forrester 
9. Batman Returns - Alex “aggressive application forms work wonders” Aldridge 
10. Sewer Shark - Sam “he’s gotten past the barricade” Forrester 


Tl. Silpheed - Slyvester “I am now in the witness protection program” - Ferguson 


